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WARNING: READ BEFORE USING YOUR PLAYSTATION® GAME CONSOLE. 

A very small percentage of individuals may experience epileptic seizures when exposed to certain light 
patterns or flashing lights. Exposure to certain patterns or backgrounds on a television screen or while 
playing video games, including games played on the PlayStation game console, may induce an 
epileptic seizure in these individuals. Certain conditions may induce previously undetected epileptic 
symptoms even in persons who have no history of prior seizures or epilepsy. If you, or anyone in your 
family, has an epileptic condition, consult your physician prior to playing. If you experience any of the 
following symptoms while playing a video game - dizziness, altered vision, eye or muscle twitches, 
loss of awareness, disorientation, any involuntary movement, or convulsions - IMMEDIATELY 
discontinue use and consult your physician before resuming play. 

WARNING TO OWNERS OF PROJECTION TELEVISIONS: 

Do not connect your PlayStation game console to a projection TV without first consulting the user 
manual for your projection TV, unless it is of the LCD type. Otherwise, it may permanently damage 
your TV screen. 

USE OF UNOFFICIAL PRODUCT: 

The use of unofficial products and peripherials may damage your PlayStation game console and 
invalidate your console warranty. 

HANDLING YOUR PLAYSTATION DISC: 

• This compact disc is intended for use only with the PlayStation game console. 

• Do not bend it, crush it or submerge it in liquids 

• Do not leave it in direct sunlight or near a radiator or other source of heat. 

• Be sure to take an occasional rest break during extended play. 

• Keep this compact disc clean. Always hold the disc by the edges and keep it in its protective case 
when not in use. Clean the disc with a lint-free, soft, dry cloth, wiping in straight lines from center to 
outer edge. Never use solvents or abrasive cleaners. 
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SET UP YOUR PLAYSTATION GAME CONSOLE ACCORPlNG TO THE 
INSTRUCTIONS IN ITS INSTRUCTION MANUAL MAICE SURE THE 
POWER IS OFF PEFORE INSERTING OR REMOVING A COMPACT P|SC 
INSERT THE SPIN JAM PlSC ANP CLOSE THE P|SC COVER. INSERT 
GAME CONTROLLERS ANP TURN ON THE PLAYSTATION GAME CONSOLE. 
FOLLOW ON-SCREEN INSTRUCTIONS TO START A GAME 


THE MEMORY CARD 

IF YOU WISH TO AUTOSAVE GAME PATA - PLEASE ENSURE THAT 
A MEMORY CARD IS INSERTEP BEFORE POOT-UP |T WILL 
NOT PE POSSIBLE TO AUTOSAVE/AUTOLOAP IF A MEMORY 
CARD IS INSERTEP AFTER POOT-UP 


IF USING A MEMORY CARD, |T MUST CORRESPONP WITH 
THE CONTROLLER PORT YOU ARE USING (EG. IF YOUR CONTROLLER 
IS INSERTEP IN CONTROLLER PORT I, THE MEMORY CARD 
MUST PE INSERTEP IN MEMORY CARD SLOT I). 

PO NOT APP OR REMOVE A MEMORY CARD 
PURING PLAY. 




GETTING STARTED 



Top View 


RFSET BUTTON 
POWER INDICATOR 
POWER BUTTON 
CONTROLLER POUT 


Console 


THE MEMORY CARD YOU USE MUST PE FORMATTEP WITH 
AT LEAST ONE FREE PLOCK SEE THE 'AUTOSAVE' SECTION OF THIS 
MANUAL FOR FURTHER PETAlLS 

PLEASE NOTE THAT MEMORY CARD OPERATIONS ARE HANPlEP 
AUTOMATICALLY IN 'SPIN JAM'. 


OPEN BUTTON 
DISC COVER 




Front View 


CONTROLLER PORT 1 
CONTROLLER PORT 2 
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DUALSHOCK™ analog controller 


L2 BUTTON 
LI BUTTON 


R2 BUTTON 
R1 BUTTON 



DIRECTIONAL BUTTONS 

SELECT BUTTON - 

START BUTTON - 

LEFT ANALOG STICK 


A BUTTON 

- O BUTTON 

- X BUTTON 

- □ BUTTON 

RIGHT ANALOG STICK 
ANALOG MODE SWITCH 


NOTE: Compatible only in Digital and Analog mode 

or 

Compatible only in Digital and Vibration mode 
or 

Compatible only in Digital mode 

NOTE: You may have a controller that looks like this, 
it so please follow the digital instructions outlined above. 
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( GAME CONTROLS ) 




W 


( INTRODUCTION ) 



LtPT ANP RIGHT DIRECTIONAL BUTTONS OR THE LEFT 
ANALOG STICK TO SPIN THE CENTRAL SPlNPlE TO LEFT ANP RIGHT 


WELCOME to 'SPIN JAM' - A POPPLE BURSTING. PETAL POPPING. 
SPINPLE SPINNING PUZZLER' 


X BUTTON FIRES PUPPIES FROM THE LAUNCHER HOLP THIS PUT- 
TON POWN TO USE THE 'PUTT WHEN THE POWER PAR |S FULL. 

TO USE THE LEFT ANALOG STICK. SWITCH TO ANALOG MOPE PY 
PRESSING THE ANALOG MOPE SWITCH. (LED WILL LIGHT UP REP). 

START BUTTON WILL PAUSE THE GAME 

MOUSE 

MOVE THE MOUSE TO THE LEFT TO ROTATE THE SPlNPlE LEFT, 

MOVE THE MOUSE TO THE RIGHT TO ROTATE THE SPINPLE RIGHT 
LEFT MOUSE BUTTON FIRES PUPBLES FROM THE LAUNCHER. 

HOLD THIS POWN TO USE THE 'BLITZ' WHEN THE POWER PAR |S 
FULL. RIGHT MOUSE BUTTON PAUSES THE GAME 


WITH THREE TYPES OF GAMEPLAY ANP A CAST OF CRAZY CHARAC¬ 
TERS THERE'S NO ENP TO THE COLORFUL CONUNPRUMS 
ANP ENIGMATIC ENTERTAINMENT THAT YOU'LL HAVE.' 

PIT YOUR WITS AGAINST THE INCREASINGLY F|ENP|SH LEVELS OF THE 
ARCAPE GAME. CHALLENGE A FRlENP TO THE FAST ANP FURIOUS 
ACTION OF THE BATHE GAME OR TRAVEL THROUGH THE WACKY 
WORLPS OF THE 'SPIN JAM' UNIVERSE ANP BECOME |TS CHAMPION 
IN THE STORY GAME 

WHAT ARE YOU WAITING FOR _ LETS SPIN THE PlSC ANP 
GET JAMMING' 
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START SCREEK 


THERE ARE Flft CHOICES HERE - 

- SELECT GAME ANP CONTROL OPTIONS 

- BATHE GAME FOR I PLAYER 

- 2 PLAYER GAME (REQUIRES 2 X 
CONTROLLERS) 


- SEE HOW MUCH OF EACH 'SPIN JAM' CHAR¬ 
ACTER YOU HAVE REVEALEP. 


USE THE LEFT/RIGHT PlRECTlONAL BUTTONS OR THE LEFT ANA¬ 
LOG STICK TO ROTATE THE OPTION YOU REQUIRE TO THE TOP OF 
THE SCREEN WHERE |T WILL PE HIGHLIGHTED TO SELECT |T ONCE |T 
IS AT THE TOP OF THE SCREEN PRESS THE X BUTTON. 

TO RETURN TO THE START SCREEN PRESS THE A BUTTON 


& 

OPTIONS 

• 

STORY 


BATTLE GAME 

9 

ARCAPE GAME 

• 

gallery 



( 


OPTIOK5 



USE THE VP/DOWN PlRECTlONAL BUTTONS TO HIGHLIGHT 
THE OPTION, THEN APJUST THE SETTING USING THE LfcFT/RIGHT 
PlRECTlONAL BUTTONS OR THE LEFT ANALOG STICK. 


MUSIC VOLUME 
SFX VOLUME 
VIBRATION ON/OFF 


- SET THE MUSIC VOLUME 

- SET THE VOLUME FOR SOUNP EFFECTS 

- FOR USE WITH ANALOG CONTROLLER 

(DUAL3HOCK) 


- USE THE PlRECTlONAL CONTROLS ON THE 
CONTROLLER TO CENTER THE SCREEN 


CENTRE SCREEN 

TO RETURN TO THE START SCREEN PRESS THE A BUTTON 


( CONTROLS ) 

FIRE BUBBLES FROM THE LAUNCHER TOWARPS THE SPINPLE BY 
PRESSING THE X BUTTON IF YOU PO NOT SHOOT A NEW BUBBLE 
WITHIN APPROX. 5 SECONDS THEN THE LAUNCHER WILL AUTOMATI¬ 
CALLY FIRE. 

USE THE LKFT/11IGHT PlRECTlONAL BUTTONS OR THE LEFT ANA¬ 
LOG STICK TO ROTATE THE SPINPLE IN ORPER TO HELP YOU GET THE 
FIREP BUBBLES IN THE DESlREP LOCATION - BOTH TO CAUSE EXPLO¬ 
SIONS ANP TO ENSURE THAT BUBBLES SHOOT OFF |N THE REOTtRED 
PlRECTlON „ 

BUBBLES WILL ALSO RANDOMLY ENTER THE SPINDLE AREA FROM THE 
EDGES OF THE SCREEN PLAY THE ARCAPE GAME IN TUTORIAL MODE 
TO SEE EXACTLY HOW BUBBLES ANP EXPLOSIONS FC 






















THE BEAUTY OF 'SPIN JAW' 
IS ITS COMPULSIVE SIM¬ 
PLICITY 

- THE GAME REVOLVES 
AROUND FIRING COLORED 
BUBBLES FROM THE 
LAUNCHER AND ROTATING 
THE SPINDLE |N ORDER TO 
GET THREE OF THE SAME 
COLOR ADJACENT THIS 
WILL CAUSE EXPLOSIONS 
WHICH SHOOT BUBBLES 
TOWARDS THE PETALS FILL 
A PETAL WITH THE SAME 
COLORED BUBBLES AND |T 
WILL POP 

WHEN ALL PETALS HAVE 
POPPED THE LEVEL IS COM¬ 
PLETE' 



THE LAUNCHING 
TUBE AND 
POWER. BAR 

PRESS THE X DUTTON 
TO FIRE BUBBLES FROM 
THE LAUNCHER TOWARDS 
THE SPINDLE FORTHCOM¬ 
ING BUBBLES WILL BE 
SHOWN IN THE LAUNCHER 
TUBE (TOP RIGHT OF THE 
SCREEN) ALLOWING YOU 
TO 

PLAN AHEAD 



POWER BAR 

THE POWER BAR IS AROUND THE LAUNCHING TUBE. SCORING POINTS FILLS THE 
POWER BAR WHEN THE POWER BAR |S FULL THE LAUNCHER WILL PULSE SLIGHTLY. 
INDICATING THAT A 'BLITZ' |S NOW AVAILABLE 



b 





EXPLOSIONS AND 
PETALS 

WHEN THREE BUBBLES OF 
THE SAME COLOR ARE ADJA¬ 
CENT ON THE SPINDLE THEY 
WILL START TO PULSE. 

CAUSING BUBBLES ON THE 
OPPOSITE SIDE OF THE SPIN¬ 
DLE TO JITTER. BUBBLES 
PULSE FOR APPROX 3 SEC¬ 
ONDS BEFORE EXPLODING. THIS 
EXPLOSION Will SHOOT THE JITTERING BUBBLES OFF THE SPINDLE AND 
TOWARDS THE PETALS BUBBLES HITTING A PETAL OF THE SAME 
COLOR WILL REMAIN IN IT (OR BURST |T). BUBBLES THAT MlSS A 
PETAL OF THE SAME COLOR WILL GRADUALLY RETURN TO THE SPIN¬ 
DLE TO COMPLETE A LEVa YOU NEED TO BURST ALL THE PETALS. TO 
BURST A PETAL YOU NEED TO FILL |T WITH TWO OR MORE BUBBLES 
OF THE SAME COLOR (THE HIGHER THE LEVEL THE MORE BUBBLES ARE 
REQUIRED TO BURST A PETAL) PETALS THAT REQUIRE ONLY ONE 
MORE BUBBLE TO BURST Will PULSE SLIGHTLY. 

A PETAL THAT HAS POPPED Will CONTINUE TO ACCEPT BUBBLES OF 
THE SAME COLOR 


RAINBOW PETALS 

SOME LEVELS HAVE ONE OR 
MORE OF THESE MULTI COL¬ 
ORED PETALS BUBBLES OF 
ANY COLOR MAY FILL AND 
BURST A RAINBOW PETAL. 


POISONOUS BUBBLES AND 
LOSING THE GAME 

BEWARE HOWEVER* A BUBBLE OUTSIDE THE PLAY AREA THAT |S 
ATTACHED TO THE SPINDLE WILL BECOME POISONOUS. GRADUALLY 
THIS POISON Wia SPREAD THROUGH OTHER ADJACENT BUBBLES. 
HEADING TOWARDS THE SPINDLE 

IF THE POISON REACHES THE 
SPINDLE THE GAME |S OVER 
YOU CAN PREVENT THE POI¬ 
SON SPREADING BY SETTING 
UP AN EXPLOSION THAT 
BLOWS THE INFECTED BUBBLES 
OFF THE SPINDLE ALTERNA- 
TlVELY. 

IF THE POWER BAR IS FULL 
YOU CAN SUMMON A 
'BLITZ TO CLEAR THE SPIN¬ 
DLE. 


CLLAR AND GRLY PETALS 

SOME LEVELS HAVE ONE OR MORE CLEAR OR GREY PETALS 
THESE PETALS WILL NOT ACCEPT ANY BUBBLES AND CAN NEVER BE 
BURST. TO COMPLETE A LEVEL THAT INCLUDES THESE YOU ONLY HAVE 
TO BURST ALL THE COLORED PETALS. 
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( TUTORIAL MODE ) 

TO HELP YOU IN YOUR 
ATTEMPT TO MASTER THE 
'SPIN JAM' WORLD A TUTO¬ 
RIAL MOPE IS INCLUDED 
TUTORIAL MOPE IS AUTO¬ 
MATICALLY ON FOR THE 
FIRST TEN LEVELS OF THE 
ARCAPE GAME. THE PULSING 
LINES SHOW YOU WHICH 
PUDDLES WILL PE FIREP OFF 
THE SPINPLE PY AN EXPLOSION 
ANP IN WHICH PIRECTION THEY WILL PE PROPELLEP 
THE HIGHLIGHTEP ARC SHOWS THE AREA OF THE SPlNPlE THAT WILL 
PE AFFECTEP PY A FORTHCOMING EXPLOSION. ANY PUPPLES IN THIS 
AREA WILL PE F|REP OFF THE SPlNPLE. 

TUTORIAL MOPE Will PRlEFLY REACTIVATE |F YOU USE A CREP|T TO 
RESTART THE GAME AT A LEVEL THAT HAS JUST PEFEATEP YOU 




ARCADE GAME 



THIS IS THE STANPARP SINGLE PLAYER GAME. THE OPJECTIVE |S TO 
POTH AMASS THE HIGHEST SCORE ANP COMPLETE THE FINAL LEVEL 
(LEVEL 100) AFTER SELECTING ARCAPE GAME FROM THE STARTSCREEN. 
PEClPE WHICH CHARACTER YOU WILL PLAY. USE THE 

LCFT/RXGHT PlRECTlONAL PUTTONS OR THE LEFT 
ANALOG STICK TO ROTATE THROUGH THE CHARACTERS 
SaECT A CHARACTER PY PRESSING THE X BUTTON 
TO RETURN TO THE START SCREEN PRESS THE A 
PUTTON 




THE ARCADE BLITZ 

WHEN YOU HAVE A FULL POWER PAR YOU MAY LAUNCH A 'PLlTZ 
THIS UNLEASHES A RA|N OF 'POMPS' THAT WILL PESTROY ANY PUP¬ 
PLES THAT THEY HIT. USING A 'PLlTZ REQUIRES CAREFUL TIMING AS 
IT TAkTES SEVERAL SECONPS TO ACTIVATE TO LAUNCH A 'PLlTZ' HOLP 
DOWN THE X BUTTON THIS CAUSES THE POWER PAR TO GRAPU- 
ALLY DRAIN WHEN THE POWER PAR IS EMPTY THE 'PLlTZ' WILL 
START WARNING' IF YOU RELEASE THE X BUTTON PEFORE THE 
POWER PAR IS COMPLETELY PRAlNEP THE PLlTZ WILL NOT START 
THE POWER PAR REMAINS AT THE LEVEL |T WAS WHEN THE X 
PUTTON WAS RaEASEP ANP YOU WILL NEEP TO SCORE MORE 
POINTS TO REFILL THE POWER PAR UNTIL THE POWER PAR IS ONCE 
MORE COMPLETaY FULL A 'PLlTZ CANNOT PE LAUNCHEP. 

COMPUTING A LEVEL 

WHEN ALL THE COLOREP PETALS HAVE PEEN POPPEP THE LEVEL IS 
COMPLETE. DEWARE' UNUSEP PUPPLES THAT ARE STILL ATTACHEP TO 
THE SPINPLE WILL CARRY ONTO THE NEXT LEVa. |F A POISONOUS 
PUPPLE REACHES THE CENTER OF THE SPINPLE YOU HAVE LOST' 

INCREASING DIFFICULTY 

AS YOU SUCCESSFULLY COMPLETE LEVaS 'SPIN JAM' GETS PRO¬ 
GRESSIVELY HARPER ON HIGHER LEVELS - 
-IT TAKES MORE PUPPIES TO PURST A PETAL 
-MORE PUPPLES ENTER RANPOMLY FROM THE EPGE OF 
THE SCREEN. 

-ON SOME LEVaS THE PETALS MIGHT ROTATE 4 

-PAP (ANP DANGEROUS') SPECIAL PUPPLES APPEAR. 

HOWEVER. AS THE LEVELS INCREASE IN P|FF|CULTY. 

SPECIAL 'GOOP' PUPPLES WILL APPEAR TO HaP 4 
YOU. 



S 



CREDITS IN THE ARCADE GAME 

WHEN YOU START'SPIN JAM' YOU PEGlN WITH 5 CREDITS |F YOU 
LOSE A LEVa ANP HAVE CREPlTS REMAINING YOU MAY USE ONE TO 
RESTART AT THE LEVEL WHICH JUST PEFEATEP YOU. RESTARTING 
WITH A CREPIT WILL SWITCH ON TUTORIAL MOPE TO HELP YOU 
MASTER THE LEVEL THAT HAS JUST PEATEN YOU. 

IF YOUR SCORE QUALIFIES FOR THE HIGH SCORE 
TAPLE YOU WILL HAVE THE OPPORTUNITY TO 


SCORING 

THE OPJECTIVE OF EVERY 'SPIN JAM' PLAYER |S SURaY TO TOP THE 
HIGH SCORE CHART.' 

POINTS ARE SCOREP FOR THE FOLLOWING - 

-COMPLETING A LEVEL. 

-PLACING PUPPLES IN PETALS. 

-CAUSING EXPLOSIONS 


RECORP THIS PEFORE RESTARTING 

IF YOU RESTART USING A CREPIT YOUR SCORE 

WILL PE RESET TO ZERO. 

IF YOU RUN OUT OF CREPlTS PEFORE COMPLETING 
LEVa 100 THE GAME IS OVER. 

IF YOU PO NOT WISH TO RESTART AT THE LEVEL 
WHERE YOU HAVE JUST PEEN PEFEATEP YOU MAY 
EITHER GO PACK TO THE BEGINNING OR REVERT TO 
AN AUTOSAVEP GAME 

AUTO SAVING AND RESTARTING 

IF YOU ARE PLAYING WITH A MEMORY CARD INSERTEP, 

THE GAME WILL CHECK TO S« IF |T SHOULP AUTOSAVE AT EVERY 
TENTH LEVEL (LEVa 10, 20 , 30. ETC). |F THIS IS THE FIRST TIME YOU 
HAVE COMPLETE? THE LEVa WITH THE CURRENT CHARACTER THEN 
YOUR POSITION WILL PE SAVEP. |F YOU HAVE COMPLETE? THIS LEVEL 
PEFORE WITH THE SAME CHARACTER THE POSITION WILL PE SAVEP |F 
YOU HAVE MORE CREPlTS REMAINING THAN ON YOUR 
PREVIOUS ATTEMPT 

REVEALEP CHARACTERS ANP WORLDS WILL ALSO PE SAVEP AS WILL 
THE HIGH SCORE TAPLE. YOUR CURRENT SCORE WILL NOT PE SAVED 
IF YOU HAVE LESS CREPlTS REMAINING THEN YOUR POSITION WILL 
NOT PE SAVEP. YOU MAY HAVE MULTIPLE GAME POSITIONS SAVEP - 
ONE FOR EACH 'SPIN JAM' CHARACTER. 

SEE PAGE 2 FOR ADVICE ON USING 
MEMORY XARD 

m 


THE NIGH SCORE TABLE 

WHEN YOU RUN OUT OF CREDITS (OR QU|T) ANP YOU HAVE ONE OF 
THE TOP TEN SCORES YOU WILL PE TAKEN TO THE HIGH SCORE 
SCREEN AND PROMPTED TO APP YOUR NAME TO THE 'HALL OF 
FAME' ROTATE THROUGH THE LETTERS USING THE LEFT/RIGHT 
PlRECTlONAL PUTTONS OR THE LEFT ANALOG STICK. ANP USE THE X 
PUTTON TO MAKE YOUR SELECTION 


( 


THE GALLERY 



YOUR 'SPIN JAM' CHARACTER |S HIDDEN IN THE GALLERY. EVERY 
TENTH LEVa YOU SUCCESSFULLY COMPLETE WILL REVEAL A SECTION 
OF THEIR PICTURE SaECT GALLERY TO SEE WHICH CHARACTERS 
YOU HAVE REVEALEP SO FAR USE THE LEFT/RXGHT 
PlRECTlONAL PUTTONS OR THE LEFT ANALOG STICK TO SCROLL 
THROUGH THE CHARACTERS PRESS THE X BUTTON FOR A FULL 
SCREEN PICTURE SHOWING HOW MUCH OF THE SELECTED CHAP¬ 
TERS PORTRAIT HAS PEEN REVEALED 



T 














Vai^ 

IF YOU ARVjiaSSFUL IN THE ARCADE GAME YOU MAY 
ADDITIONAL ISdEN WORLDS ONLY 'PLAYER I' MAY SELECT A WORLD 
AND BATTLEGROUND USE THE LEFT/RIGNT DIRECTIONAL BUT¬ 
TONS OR THE LEFT ANALOG ST|C|C TO CYCLE THROUGH THE WORLDS 
PRESS THE X DUTTON TO SELECT THE WORLD IN WHICH YOU 
WANT TO FIGHT ONCE THE WORLD HAS BEEN CHOSEN YOU WILL BE 
OFFERED A PETAL LAYOUT FOR THE BATTLE. CYCLE THROUGH THE PETAL 
LAYOUTS USING THE LEFT/RXGHT DIRECTIONAL BUTTONS OR THE 
LEFT ANALOG STICK WHEN HAPPY WITH THE PETAL LAYOUT PRESS 
THE X DUTTON TO START THE BATTLE. 


THIS IS THE TWO PLAYER 
GAME ALTHOUGH PLAYED |N 
A SIMILAR FASHION TO THE 
ARCADE GAME YOUR AIM IS 
TO DEFEAT YOUR OPPONENT 
RATHER THAN ACHIEVE A 
HIGH SCORE YOUR OPPO¬ 
NENT IS DEFEATED WHEN A 
POISONOUS BUBBLE REACHES 
THE CENTER OF HlS SPINDLE 
PLEASE NOTE THAT THIS 
OPTION CAN ONLY BE SELECTED |F YOU HAVE A CONTROLLER |N CON¬ 
TROLLER PORT I AND A CONTROLLER IN CONTROLLER PORT 2. 

BOTH PLAYERS MUST S&ECT A CHARACTER EACH PLAYER USES THE 
LtFT/RIGHT DIRECTIONAL BUTTONS OR THE LEFT ANALOG STICK 
TO CYCLE THROUGH THE CHARACTERS BOTH PLAYERS MAY SELECT 
THE SAME CHARACTER BOTH PLAYERS MUST PRESS THE X DUTTON 
IN ORDER TO CONFIRM THEIR CHARACTER CHOICE 

SELECT WORLD AND 
BATTLEGROUND 

IF EITHER PLAYER IS UNHAP¬ 
PY WITH THEIR CHOICE OF 
CHARACTER. PRESS THE A 
BUTTON BEFORE SELECTING 
THE GAME WORLD IN ORDER 
TO RETURN TO THE CHARAC¬ 
TER SELECTION SCREEN. 

INITIALLY THERE ARE 2 
WORLDS TO CHOOSE FROM. 








OBJECTIVE 

THE FIRST PERSON WITH A POISONOUS BUBBLE ADJACENT TO HlS 
SPINDLE LOSES. YOUR AIM |S TO ICEEP YOUR SPINDLE AS HEALTHY 
AS POSSIBLE WHILST INCREASING YOUR OPPONENTS DIFFICULTIES BY 

SENDING HIM BUBBLES 


BATTLE 
GAMEPLAY 

THE 2 PLAYER GAME FEA¬ 
TURES 2 SPINDLES AND 
BUBBLE LAUNCHERS EACH 

player controls his own 
launcher and spindle 

IN THE BATTLE GAME YOU 
MUST BOTH DEFEND AND 
ATTACK. DEFEND YOUR SPINDLE BY PREVENTING A POlSONOCfc BUBBLE 
FROM REACHING THE CENTER ATTACK YOUR OPPONENT BY IttlDlNG 

Him additional bubbles to deal with every time you get a 

BUBBLE OF THE CORRECT COLOR 

INTO ONE OF YOUR PETALS THERE |S A CHANCE ADDITIONAL BUBBLES 
WILL HEAD TOWARDS 

YOUR OPPONENTS SPINDLE. lfcfr- 
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THE 'SPIN JAM' UNIVERSE |S IN PERIL FROM THE EVIL MOOLAMB/ TO 
FOIL HIS PLAN YOU MUST BECOME THE 'SPIN JAM' CHAMPION AND 
DEFEAT HIM IN HEAD TO HEAD COMBAT YOU WILL HAVE TO JOURNEY 
THROUGH THE 'SPIN JAM' WORLDS MEETING AND DEFEATING THE 
OTHER CHARACTERS IN ORDER TO EARN THE RIGHT TO CHALLENGE 
THE MIGHTY MOOLAMB THE STORY GAME IS THE ONE PLAYER VER¬ 
SION OF THE BATHE GAME |T |S PLAYED |N AN IDENTICAL FASHION 
EXCEPT |T |S THE PLAYER VS. THE CONSOLE. 


SETTING UP MULTIPLE EXPLOSIONS AND BURSTING SEVERAL PETALS 
IN A SHORT PERIOD OF TIME WILL SEND EVEN MORE BUBBLES 
(INCLUDING DANGEROUS SPECIAL TYPES) TO YOUR OPPONENT. 

THE PETALS |N THE BATHE GAME FUNCTION EXACTLY AS THEY DO IN 
THE ARCADE GAME 

THE LAUNCHING TUBE AND POWER BAR FUNCTIONS EXACTLY AS |N 
THE ARCADE GAME 


FIRST YOU MUST SELECT THE CHARACTER YOU WISH TO PLAY IN 
YOUR ATTEMPT TO SAVE THE 'SPIN JAM' UNIVERSE THE METHOD |S 
THE SAME IS IN THE ARCADE GAME HAVING CHOSEN YOUR CHARAC- 
HR YOU WILL BE TRANSPORT TO A MAP OF THE 'SPIN JAM' 
UNIVERSE AND WILL FACE YOUR FIRST CHALLENGE. IF YOU SUCCEED 
YOU WILL JOURNEY FURTHER INTO THE UNIVERSE AND MEET ANOTH¬ 
ER OPPONENT. 


THE BLITZ IN THE BATTLE GAME 

ALTHOUGH THE 'BLITZ' |S ACTlVAHD IN THE SAME WAY AS IN THE 
ARCADE GAME, ITS EFFECTS ARE VERY DIFFERENT 
A SUCCESSFUL BLITZ WILL TEMPORARILY TURN ALL YOUR OPPO¬ 
NENTS' PETALS CLEAR, THIS PREVENTS YOUR ENEMY FROM FIRING 
BUBBLES INTO petals. 

GIVING YOU A BREATHER WHILST ADDING TO YOUR OPPONENTS DIF¬ 
FICULTIES. 



PRESS THE X DUTTON TO SKIP THE UNIVERSE MAP 

PRESS THE X DUTTON TO SKIP THE ANIMATIONS AT THE START 

OF EACH CHALLENGE 


IF YOU LOSE A CHALLENGE YOU WILL HAVE TO START YOUR QUEST 
AGAIN FROM THE beginning. 

YOUR OBJECTIVE IS TO BATTLE YOUR WAY THROUGH 4 

TO MOOIAMBS PLANET AND DEFEAT HIM IN ^ 

SINGLE COMBAT. 



*ir 


II 




































BABYBOT 

A KINDERGARTEN CYBER SPROG. 


NIPS 

A FUZZY FEIT FELINE ADORED BY THE GIRLS. 


WI&5CY 

THIS ROCKET LIMBED BOY IS THE ORIGINAL 
SPACE HOPPER 


MEMORY CARD 

IF YOU HAVE A MEMORY CARD INSERTED |T WILL SAVE DETAILS OF 
ANY HIDDEN CHARACTERS YOU REVEALED WHILST PAYING THE STORY 
GAME 






( THE CAST OF CHARACTERS 


GILLY 

A PODGY PURPLE-SAURUS FROM THE LAVA 
FLOWS OF A LOST JURASSIC WORLD 


POPPY 

A LOLLY LOVER. SHE WEARS 
HER BOXING GLOVES TO 
STOP HER FROM EATING HER 
WORLDS SUPPLY. 


LEMON DROP 

bitter, but 

ONLY SLIGHTLY 
TWISTED 


BOO&ER 

THE CHOPPER EARED 
DAYGLO BUNNY 


THERE ARE ADDITIONAL 
CHARACTERS HIDDEN IN 
THE 'SPIN JAM' UNIVERSE 
FOR YOU TO DISCOVER 
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APPENDIX - SPECIAL BUBBLES) 

MWMiiiiii .. 



BOMB BUBBLE 

DESTROYS BUBBLES |T COMES INTO CONTACT WITH 
(INCLUDING POISONOUS AND INDESTRUCTIBLE BUB¬ 
BLES) 



BONUS BUBBLE 

WHEN FIRED INTO A PETAL MULTIPLIES THE 
POINTS SCORED AND THE NUMBER OF BUB¬ 
BLES THAT ARE SUBSEQUENTLY FIRED INTO 
THE PETAL (MAKING |T EASIER TO POP) 



MISSILE BUBBLE 

FIRE IN A STRAIGHT LINE. DESTROYING ALL BUBBLES |T 
COMES INTO CONTACT WITH (INCLUDING POISONOUS 
AND INDESTRUCTIBLE BUBBLES). 



REVERSE BUBBLE 

SWAPS THE CONTROLS AROUND FOR A SHORT TIME 
(SO THAT THE LEFT DIRECTIONAL BUTTON WILL ROTATE 
THE SPINDLE TO THE Rl&HT AND VICE VERSA'). 



MULTI COLORED BUBBLE 

becomes the color of the bubble it is 

ATTACHED TO. 



FREEZE BUBBLE 

SLOWS SPINDLE ROTATION DOWN 
FOR 5 SECONDS 



RANDOMIZER BUBBLE 

RANDOMIZES THE BUBBLE COLORS 
ON THE SPINDLE 

BUBBLE CHANGER 

CHANGES THE COLOR OF THE BUBBLE THAT |T ATTACHES 
TO IT WILL ALWAYS CHANGE BUBBLES TO THE SAME 
COLOR AS ONE OF THE PETALS IN THE LEVEL 



m 































( GAME, CREDITS ^ 


LMPXRfc XtmRACTXlTC 


XWDL5TRUCTIBLE BUBBLE 

iNDESTROCTlDLE POPPLE WHICH DLOCKS UP THE SPlNPLE 
HOWEVER, POISONOUS PUPPIES CANNOT INFECT THEVL. 



KOTE5 





GRENADE BUBBLE 

ONCE ATTACHED TO THE SPINDLE |T WILL START TO 
'COOITT DOWN'. WHEN THE TlAAER REACHES ZERO 
IT WILL EXPLODE INTO A MASS OF PUDDLES. 



PRODUCER 

PROGRAMMING 

ART 

DESIGN CO-ORDINATOR 


nick: halstead 

DARREN WHITE, JUSTlN GARVANOVlC 
PEN WILLSHER. STEVE PACKER 
PEN WILKINS 


DEATH BUBBLE 

TURNS POPPLES |T CONTACTS POISONOUS AFTER 
INFECTING ADJACENT POPPLES THE DEATH PUDDLE TURNS 
INTO AN INDESTRUCTIPLE DODDLE 
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EXECUTIVE PRODUCER 
PRODUCTION 
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JAMIE YOUNG 



artwork Nicolas croc. Stephen prennan 


QUALITY ASSURANCE 


VOICES 


DARREN THOMPSON. 
|A|N RICHES. 

JOHN MURRAY. 

CARLO PUSH, 

PHILIP PALDWIN. 
ANDREW THEODOULOO. 
RUSSEL ETHERDIGE. 
AKTAR HUSSAIN. 
MATTHEW YOUNG. 
STEFFAN COLLIVA 

SHAMPOO. NIZ 
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NOTES 




WARRANTY 

tAAPlRE lMTtRACT|\/E WARRANTS TO THE PURCHASER ONLY THAT THE 
P|SC PROVIPEP WITH THIS MANUAL ANP THE SOFTWARE PROGRAM 
COPEP ON IT WILL PERFORM IN ACCORPANCE WITH THE PESCR|PT|ON 
IN THIS MANUAL WHEN USEP WITH THE SPEC|F|EP EQUIPMENT, FOR 
A PERIOP OF TO PAYS FROM THE PATE OF PURCHASE. 

IF THIS PROGRAM IS FOUNP TO PE PEFECTlVE WlTHlN TO PAYS OF 
PURCHASE. IT WILL BE REPlACEP SIMPLY RETURN THE P|SC TO 
EMPIRE INTERACTIVE OR |TS AUTHORlZEP PEALER ALONG WITH A 
PATEP PROOF OF PURCHASE. REPLACEMENT OF THE P|SC, FREE OF 
CHARGE TO THE ORIGINAL PURCHASER (EXCEPT FOR THE COST OF 
RETURNING THE P|SQ IS THE FULL EXTENT OF OUR l|AP|l|TY. 

THIS WARRANTY IS IN LIEU OF ALL OTHER 
WARRANTIES WHETHER ORAL OR WRITTEN 
EXPRESSED OR IMPLIED ALL IMPLIED WAR¬ 
RANTIES INCLUDING THOSE OF MER 
CHANTABILITY AND FITNESS FOR A PARTIC 
ULAR PURPOSE IF APPLICABLE ARE LIMITED 
IN DURATION TO 90 DAYS FROM THE DATE 
OF PURCHASE OF THIS PRODUCT 

EMPIRE INTERACTIVE SHALL NOT PE LlAPLE FOR |NC|PENTAL ANP/OR 
CONSEQUENTIAL PAMAGES FOR THE PREACH OF ANY EXPRESS OR 
IMPUEP WARRANTY INCLUDING PAMAGE TO PROPERTY ANP. TO THE 
EXTENT PERMlTTEP PY THE LAW, PAMAGES FOR PERSONAL INJURY, 
EVEN IF EMPIRE INTERACTIVE HAS PEEN APVlSEP OF THE POSSlPILlTY 
OF SUCH PAMAGES SOME STATES PO NOT ALLOW THE EXCLUSION 
OR LIMITATION OF ANY iNClPENTAL OR CONSEQUENTIAL PAMAGES OR 
LIMITATIONS ON HOW LONG AN IMPUEP WARRANTY LASTS, SO THE 
APOVE LIMITATIONS OR EXCLUSIONS MAY NOT APPLY TO YOU 

THIS WARRANTY SHALL NOT PE APPllCAPLE TO THE EXTENT THAT ANY 
PROVISION OF THIS WARRANTY |S PROHlPlTEP PY ANY FEPERAl. 
STATE. OR MUNICIPAL LAW, WHICH CANNOT PE PRE-EMPTEP THIS 
WARRANTY GIVES YOU SPECIFIC LEGAL RIGHTS ANP YOU MAY ALSO 
HAVE OTHER RIGHTS. WHICH MAY VARY FROM STATE TO STATE. 


YOU MAY NOT REPROPUCE. PREPARE PERlVATIVE WORICS PASEP ON, 
PISTRIPUTE COPIES OF. OFFER FOR SALE. SELL. TRANSFER OWNERSHIP 
OF. RENT, LEASE. OR LENP TO OTHERS THE PROGRAM OR ACCOMPANY¬ 
ING POCUMENTATION. OR ANY PORTION OR COMPONENT OF THE PRO¬ 
GRAM OR ACCOMPANYING POCUMENTATION. PROVIPEP, 

HOWEVER. THAT YOU MAY TRANSFER THE ENTIRE PROGRAM ANP 
ACCOMPANYING POCUMENTATION ON A PERMANENT PASlS AS LONG AS 
YOU RETAIN NO COPIES QNCLOPlNG ARCHIVAL OR BACKUP COPIES) OF 
THE PROGRAM, ACCOMPANYING POCUMENTATION. OR ANY PORTION OR 
COMPONENT OF THE PROGRAM OR ACCOMPANYING POCUMENTATION. 
ANP THE RECIPIENT AGREES TO THE TERMS OF THE AGREEMENT FUR¬ 
THER. YOU MAY NOT MOPlFY. REVERSE ENGINEER, PlSASSEMBlE. 
PECOMPILE OR TRANSLATE THE PROGRAM OR ACCOMPANYING POCU¬ 
MENTATION. OR ANY PORTION OR COMPONENT OF THE PROGRAM OR 
ACCOMPANYING POCUMENTATION. NOR MAY YOU MAKE ANY COPIES OF 
THE PROGRAM MOPULES FOR USE WITH OTHER PROGRAMS THIS 
PROGRAM IS INTENPEP FOR PRIVATE USE ONLY. 

EMPIRt INTERACTIVE 

980 CALIFORNIA STREET. «€>TH FLOOR. 

SAN FRANCISCO. CA 94104 

ESRB RATING 

THIS PROPUCT HAS BEEN RATEP BY THE ENTERTAINMENT SOFTWARE 
RATINGS BOARP FOR INFORMATION ABOUT THE ESRB RATING, 

OR TO COMMENT ABOUT THE APPROPRIATENESS OF THE RATING, 
PLEASE CONTACT THE ESRB AT 1-800-771-3772. 


TECHNICAL SUPPORT 

IF YOU NEEP TECHNICAL ASSISTANCE WITH THIS PROPUCT. 
CALL US AT: 

410 933 9191. 

MONPAY THROUGH FRIPAY 

TAM TO 5PM EASTERN STANPARP TIME 
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